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find out whether a learner can use the Morpa Campus website efficiently and easily to complete basic and complex tasks while 
navigating within and between the course topics. The efficiency, satisfaction and ease of use of the usability concept will be the 
focus points of this study. 10 students joined to the study. Each user tried to complete eight tasks. The needed data for this study 
the end of the session. The 
measured time and the interviews with the students show that the interaction structure of the educational website is efficient and 
students liked to use it but it has some small usability problems preventing users from ease of use. 
2nd World Conference on Educational Technology Researches – WCETR2012
Available online at www.sciencedirect.com
© 2013 The Authors. Published by Elsevier Ltd.
Selection and/or peer-review under responsibility of Prof. Dr. Hafize Keser Ankara University, Turkey
Keywords: usability, human-computer interaction, efficiency, satisfaction, ease of use, education;  
1. Introduction 
Educational websites and software are becoming increasingly popular in . These software and web 
sites which equipped with rich content and have interesting visual interfaces support students after school, while 
they are doing homework and in free time activities. In Turkey, there are extensive amounts of these software and 
web sites. Web sites provide access from anywhere via internet connection while software requires installation. So, 
students use their own personal accounts to enter the web site and access the educational content both at home and 
school, and also anywhere they want. 
One of the well-known websites as a courseware is Morpa Campus in Turkey. This website includes all of the 
primary and secondary school levels (1, 2, 3, 4, 5, 6, 7 and 8) and subjects. Students, teachers and parents can 
register to the website. There is a registration fee for students and it was 38,80 TRY last year and it is same for the 
year 2012. This is a very small amount of money for a year. While registering student gives his/her grade level, 
school and age. So he/she could be rolled into the appropriate level of courseware. Registration for teachers and 
parents is free. There are six parts for students when they sign in their accounts in the website. They can see all of 
the course content related to their grade in the Courses part. Instruction part includes audio-visual materials for the 
course like animations and simulations. Students learn the main content of the course from this part. Then it comes 
to the Studies part. There are lots of exercise materials in this part. All of them are simulations. Also there is an 
Exam part. Multiple choice tests prepared according to the curriculum are given to students in this part. When a 
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ded to the account and learner can see whether he completed the content 
-based 
games. And last, there is an E-Library. Stories, novels, encyclopedias and different types of books are presented in 
this library in electronic format. Some of them are audio supported, too. All of the parts are well-prepared and have 
rich content for students. Since this website has gained a significant popularity as an educational website on the 
 
Usability is described as the ease-of-use, learnability, efficiency, memorability, error prevention and recovery 
and user satisfaction (Nielsen, 1993). In this study, duration for the tasks was measured for efficiency and interviews 
have been done for ease-of-
evaluated with the time to do the tasks, tasks completed per unit time; number of references used for help, assistance 
Satisfaction can be measured by interacting with users about the system and obtain their subjective responses 
(Bevan, 1995). 
2. Purpose of the Study 
This study will focus on the interaction tools to navigate within the website of Morpa Campus 4th grade level 
comes. In the main page, there six big buttons for the main six parts and after entering one of the part, user always 
sees the parts menu frame and course names. The total menu frame is 4. When user clicks on a material like an 
instruction, exam, study or a game, a new browser opens and the content is given in that window. Student can close 
it and return to the website. 
The researcher aims to find out whether a learner can use these menus and the whole website content efficiently 
and easily to complete the basic and complex tasks while navigating within and between the courses of 4th grade. 
Also satisfaction will be examined after the study. The efficiency, ease-of-use and satisfaction of the usability 
concept will be the focus point of this study. 
3. Research Questions 
The questions in the study are; 
1. Can users complete the tasks efficiently? 




10 students participated to the study. One of them is at the age of 11 and the Grade Level 5, two of them is at the 
age of 10 and the Grade Level 4. Last seven of the participants are at the age of 9 and the Grade Level 3. They are 
from different schools in Ankara. These are the computer club students at the Gazi University Kindergarten and 
Study Center for students. Because of this, all of the students are from different schools. There is one student from 
considered that this study includes variety students from different elementary schools. While none of them used 
Morpa Campus website before, they are computer literate. While they start to use computers at the grade level of 5 
in the schools, 3rd and 4th grade students have computers at home and they can use such websites easily. With the 
interviews during the study, it is defined that they have used some courseware in a GUI environment several times 
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before. The participants were selected randomly by the researcher among the 20 students in the computer club who 
had not used the Morpa Campus before. 
4.2. Material 
In this study, Morpa Campus Level 4 Turkish, Mathematics, Science, Social Sciences and English courses are 
examined. Morpa Campus is a web-based educational material and it is necessary to have a connection to the 
internet. It works on the common web browsers like Internet Explorer, Google Chrome and Mozilla Firefox 
adaptable. It has a registration system, so learner signs into the personal account and then uses the materials. 
4.3. Design 
This study has a one-shot case study design (Best & Kahn, 1993). The group is exposed to the treatment and the 
observation and the test are administered to get the needed data. The independent variable of the study is the 
-
of-use and satisfaction. The efficiency variable is measured through the time to complete a task from hearing the 
task from researcher to finish it. The ease-of-use and satisfaction variables are measured through individual 
interviews with each participant. Questions are asked both after some of the tasks and after completing the usability 
test. Two questions were asked to the students in the interviews. 
4.4. Procedure 
The experiment has done at Gazi University Kindergarten and Study Center and it took about 120 minutes to 
complete. Before the sessions start, the researcher explained that this study is not about their computer skills, but 
only the website they will use. If they cannot complete any of the tasks, this does not mean that their computer skills 
are insufficient. Then, the researcher explained about the steps to complete in the sessions with each student. 
wireless network. Sometimes there have been some connection problems, so researcher stopped student doing the 
task and started to measure again from beginning. 
In each session, a user starts the interaction with the website at the main page where the six main parts of the content 
are displayed. 
After this point researcher gives the direction that without completing one task, user cannot pass to the other one. 
Then researcher starts to say the task in an order to the user. After that, researcher starts his chronometer to 
determine the time needed to complete the task. If a user exceeds 45 seconds then, the researcher helps the user to 
complete the task. Maximum completing time for each task is defined as 40 seconds first but according to the 
situation that website is accessible by an internet connection, it is considered to add 5 more seconds for server 
responses. So the maximum completing time is accepted as 45 seconds. When a user finishes a task then s/he waits 
the researcher for the next task. After a user completes all the tasks the researcher interviews with him/her on the 
bsite. Tasks and interview questions are given below. 
4.4.1. Tasks 
1. Open the instructional material of Numbers in the Mathematics Course. 
2. Close the instructional material window. 
3. Return to the mainpage. 
4. Open the studies of Mass in the Science and Technology Course. 
5.  
6. Open and play the Scramble Game in English Course. 
7. Close the game window. 
8. Go to the E-Library, find and open the Karagöz-Hacivat Story Book 
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4.4.2. Interview Questions 
1. Can you give a grade between 5 and 1 for the difficulty level of the web site? (Where the 5 is very difficult, 
4 is difficult, 3 is medium, 2 is easy and 1 is very easy). 
2. Did you like using the Morpa Campus website? Give a grade between 5 and 1. (Where the 5 is very liked, 4 
is liked, 3 is medium, 2 is do not like and the 1 is never liked it). 
4.3 Limitations 
The study has some limitations: 
1. The number of the participants is limited to 10. 







Table 1. Quantitative data collected for each task 
 
        Task 
Users 




U1 41 4 45 45 20 14 1 30 200 25 
U2 45 2 2 35 17 13 1 45 160 20 
U3 45 2 5 40 37 19 1 20 169 21,12 
U4 20 2 6 45 14 31 1 30 149 18,62 
U5 27 2 4 35 34 11 1 35 149 18,62 
U6 45 2 15 40 45 12 2 20 181 22,62 
U7 19 6 9 37 10 22 2 21 126 15,75 
U8 42 3 17 43 23 21 1 16 166 20,75 
U9 33 1 10 38 40 21 2 39 184 23 
U10 21 4 5 39 24 20 1 26 140 17,5 
Task 
Avg. 




completion averages are between 1,3 to 39,7 seconds. 
 and their satisfaction level using the 
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evel and satisfaction level using the website 
 
User Difficulty level of the  
interface of the website 
Satisfaction level using the 
Morpa Campus 
U1 4 5 
U2 5 4 
U3 4 5 
U4 5 4 
U5 5 3 
U6 4 5 
U7 2 5 
U8 4 5 
U9 3 5 
U10 5 5 
Mean 4,1 4,6 
 
 
When the participants asked to give a grade between 5 (very difficult) and 1 (very easy) about the difficulty level 
of the menu of the software, the average difficulty level of the website is 4,1. When the participants asked to give a 
grade between 5 (very liked) and 1 (never liked) about using the Morpa Campus website during the interviews, the 
average of the difficulty level is 4,6. 
6. Discussion 
The mean of the time spent for all tasks is 20,3 seconds shorter than 45 seconds, which is the upper limit, 
determined by the researcher. However, the mode is 2 seconds meaning the most repeated time. The reason to have 
such a long mean even though the mode is much shorter is the tasks 1, 4 and 8, which require the students to 
complete complex tasks (difficult tasks). 
Task 2 and Task 7, which require students to close the windows, were the easiest tasks. Their mean is 2 seconds. 
right icon in 4 seconds, because near the instruction frame, there are mathematical arithmetical symbols. Multiply 
icon is the same with the close icon (X) so the User 1 first tried to click on the mathematical symbol and then she 
realized the right icon and clicked it. 
Task 3 was related to the website use, not directly related with the educational content. It wants user to return 
back to the homepage. Homepage link was on the top menu frame, so for some of the users it was hard to see the 
link and click it. But many of them find it easily. 
Task 1 which required users to open the instructional material of Numbers in Mathematics course was difficult 
the users had problems related to this is
Technology lesson was same with the Task 1. Similar results have been got from the two tasks. 
Task 5 which required users to open an exam in Turkish lesson was a bit difficult. We can say there is a usability 
problem in this part. The same with other parts, when you click and get to the exam part, you see the Turkish 
course -down menu which 
is definitely not recommended in this part
given a task to find an exam from Mathematics course, we might have got longer processing time from this task. 
Task 6 was the funniest task because users found the Scramble game and then they played with it. Researcher 
gave a little break on this task and let the user to play the game for a while. Some of the students played different 
games too. In mathematics course, they played the Fish game and examined the Geometrical shapes like square, 
pentagon with that educational game. 
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Task 8 which required users to find a story in the e-library was a bit difficult for some users, before 45 seconds 
all of the users completed the task instead of 1 user. They entered the e-library and from the Stories part, they found 
the Karagöz-Hacivat story form the virtual shelves of the library. Researcher observed that all of the users found the 
e- -library is one of the finest parts of the website. 
have 
different computer and internet use style while navigating in a website. One student in all 10 students used the 
search bar to find the content she wants. This was so interesting for the researcher. Search bar is essential for the 
2007) usability rules and it is provided in this website but only one student used it for her need. 
May be other ones like to find with trial-error method or they did not realized the search bar. Approximately half of 
 navigating between the pages. They did not try to find the link for return 
back and used the undo button. And although they did not use such a courseware like this, three of the students were 
very familiar with the usage of the website. For example, users opened the electronic story book and tried to find out 
how they can turn the pages of the book. Three of them directly go on the page and dragged the page with the mouse 
click and dropped it, so they opened the new page. It was so interesting for the researcher because many of them 
tried so much to find out how it works. May be those users have been in a similar environment. Researcher asked 
 
7. Recommendations 
Morpa Campus project is well-designed for students and have a lot of educational content in it. Students liked 
the website and they mentioned that they want to use it again. But also it has some usability problems. These 
problems may be removed if some preventions taken into account. First and the most important problem should be 
content when s/he clicked on a part. They must be rearranged and put in correct menu frames. Also close icon 
problem mentioned in previous part, it is confusing that there are two close symbols in the window (X), user 
confuses to click which symbol and this is a time loss for user. The mathematical X symbol should be removed from 
the window. In the exams part, drop-down menu is used. It is strongly not recommended by the web designers 
because of its difficulty of use. Moreover the user group of this website is between the ages of 7-14 so it may be 
more difficult for them to find the course from drop-down menu. It should be changed and there should be a 
different menu frame. Interface is good for an educational website so little changes and modifications on this 
 
Addition to the efficiency, ease of use and user satisfaction, learnability, memorability may be tested using 
Morpa Campus. Moreover, a new study with different and more students with these usability concepts may be done. 
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